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Abstract 
The rise of massive interconnected society influences the way of thinking in many disciplines including design. Design becomes 
a social process that must involve many actors to gain its effectiveness and sustainability. This article is written based on the 
design practice that applies the approach of social reassembling, from the Actor-Network Theory (ANT), as design strategies. 
Installation in Kampung Dago Pojok, a creative kampung in Bandung, was chosen as the case. The design process, in this case, 
forms social assemblies in a dynamic mode where key actors might differ on each stage of the process. ANT approach can be 
used as design strategies with the shaping of actor’s network as the outcome. The approach of social reassembling puts design 
process as a method of knowledge diffusion for inclusive innovation. Design process extends the work to solve the problem into 
a learning process for the society. 
© 2015 The Authors. Published by Elsevier Ltd. 
Peer-review under responsibility of the Scientific Committee of Arte-Polis 5. 
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1. Introduction 
Nowadays, human needs are increasing because of the rising intensity of human interaction triggered by 
information technology. Design activities become more social processes that involve many actors. Involvement is 
the keyword for the effectiveness and sustainability of design outcomes. Globalization has made the world flat, and 
the network society has created social dynamics. Interconnected Society has created massive human interaction and 
impacted to social dynamics. This article is based on the practice of design strategies that respond to the phenomena 
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of the network society. It is argued that a linear approach in design strategies is not effective for the sustainability of 
design because it does not stimulate sense of belonging of the actors involved. However, too many actors involved in 
the design process might also be unproductive. The design strategies being applied follow the theory of social 
reassembling which is called as Actor-Network Theory (ANT). 
2. Design thinking and Science, Technology and Society (STS) 
Design thinking is a subject being developed, mostly in academic field, as an interpretation or reflection of the 
design practice (Lawson, 1980:86-91, Rowe, 1987:1-3, Doorst, 2003:10). Design thinking has been developed in 
order to understand approaches, methods, and strategies that can solve problems of human needs. Renanda (2009: 
13) stated that though architects produce drawings or design buildings, their main task is to help, create and respond 
to human needs. For this reason, design thinking is not about creating style but navigating problems in a creative 
way, in order to get a balance between desirability, viability, and feasibility in the design (Brown, 2009: 13-21). 
To keep human needs in mind, Sommer (1983) introduced the terminology of Social Design. He criticized the 
formalistic approach of design that concerns more about exclusivity, authority, luxury, style and ornaments. In terms 
of the social approach, Sommer tried to put the creation of built environment as part of human right provision. He 
suggested the participation of occupants as a method to keep the people in mind during design process (Sommer, 
1983:6-8, 109-111). Later on, participation method has been developed largely in community design and planning. 
The involvement of local people in social development is stimulated by the community development programs in the 
1960’s (Sanoff, 2000:1). 
Parallel with the social concern in the design, there is also a social concern in technological disciplines, which is 
called as STS (Science, Technology, and Societies). STS discusses social, political, and cultural values that affect 
scientific research and technological innovation, which in turn, will also affect the society, politics and culture. STS 
appears to criticize the social or technological determinism in understanding the relation between technology and 
society. STS correlates technological and social knowledge in a mutual and interactive relationship (Yuliar, 
2009:17). STS and design thinking have been practiced in the community-based design that is exercised by two 
pioneer architects of Indonesia, namely Hasan Poerbo and Y.B. Mangunwijaya. Their projects in community 
development were aware of the interactive relations between application of technology and social development 
(Poerbo, 1993, Mangunwijaya, 1988). Their works have been referred to as the model of community architecture in 
Indonesia. 
One of the STS approaches is the Actor-Network Theory (ANT). This theory concerns on the network or 
association between human and non-human agencies. According to this theory, human (actors) and non-human 
(artifacts) are social entities that contribute to actions. In the network analysis, actors and artifacts must be subjected 
symmetrically (Yuliar, 2009:106). Yuliar proposes ANT for building analytical framework in technological 
governance and transforming research into innovation (Yuliar, 2009; Yuliar 2012). To him, innovation is 
knowledge-based economy, whereas research is a systematic way to produce knowledge. Yuliar (2012: 188-189) 
assumed that knowledge will flow to innovation when ANT approach is applied to the development of a network 
among research and non-research actors.  
This paper tries to combine design thinking and ANT as a basis for knowledge production in social design 
process and for the diffusion of knowledge among actors who support innovation. The ANT approach comprehends 
design process not as an effort to create products, but as a process to reassembly the social network. The design 
strategies are to shape social network as the outcomes. 
3. Project case: Dago Pojok installation  
The project of Dago Pojok installation was a community service program of ITB held in 2013. The project was 
started by a proposal for the construction of a “creative-preneur” place: Creative Kampung. Creative Kampung was a 
movement in Bandung to transform urban informal settlement called Kampung into an urban cultural-economic 
cluster by creative activities (Ekomadyo, 2013:118). The proposal aimed to construct a place in an informal 
settlement that stimulates creative efforts for entrepreneurship. The action is undertaken by a collaboration of 
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academician, businessmen, and the local community. Kampung Dago Pojok, one of Creative Kampung in Bandung, 
was chosen as the project case. 
Many actors were involved in this project. Center for Research and Community Service at ITB funded the 
project. The project team consisted of Agus S. Ekomadyo (ASE) as team leader, Tri Murdono (TM) as a project 
assistant, and Frans Ari Prasetyo (FAP) as a community connector. This project also involved architecture students 
of ITB in elaborating design alternatives and implementing the design. Komunitas Taboo was involved as a 
representative of the local community in Dago Pojok. Other actors, such as local inhabitants, the local leader (head 
of RukunWarga), Bandung Creative City Forum (BCCF), and visitors were involved indirectly.  
Architecture students of ITB were involved in the discussion process among actors, by which they learn about 
participatory design and understand the project’s real problem. The discussion topics became the brief for the 
following design process. The students are assigned to explore design alternatives creatively based on the brief. The 
alternatives must consider the implementation process and to be continued for development design and working 
drawings. The builder constructed the installation work based on the working drawings made by the students. The 
installation work was first utilized during Festival Dago Pojok in October 2013, and up to now, it has been utilized 
by the local community for many creative activities (Fig.1). 
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Fig 1. Design, implementation, and construction process: (a) briefing; (b) field survey; (c) student work; (d) development design; (e) construction 
process; (f) implementation. 
The result of the design process is an installation of interactive blocks and frames that is placed along the alley in 
Dago Pojok. This alley is in the adjacent of Komunitas Taboo’s secretariat, which is constructed as a public space 
for creative social activities. The installation work has contributed to the transformation of the alley from a 
functional space into a social place for creative activities. The “creative alley” in Dago Pojok has sustained until now 
(Fig. 2). 
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Fig 2. The result of design process: interactive blocks and frames (a) before; (b) design; (c) after. 
4. Reflection on design strategies and social reassembling process 
The usual stages in design process are 1) project initiation, 2) design brief to identify goals of the project, 3) 
exploration of design, where ideas and alternatives are being developed, 4) design development, where design 
alternatives are worked out for construction drawing, 5) construction, where the design is executed to a construction 
work, 6) project utilization by the users, 7) post-project utilization, comprises the impact of the project to the 
community. The different actors being involved during the process of group reassembling in each stage become the 
design strategies. To evaluate the strategies, this paper applies the reflection method from the design thinking and the 
socio-technogram from ANT. 
4.1. Project initiation 
ASE, an academician, met FAP, a community researcher, in Arte-polis 4 International Conference 2012. FAP 
then introduced ASE to KT, a community representative at Kampung Dago Pojok, to continue the discussion about 
the creative class in Bandung. The initiation of the project is to enhance the involvement of academician to the 
creative kampung movement in Bandung. In the first stage, collaboration between academician and local community 
was set up through a freelance researcher (Fig. 3). 
a  b 
 
Fig. 3.(a) Initiation process and its (b) socio-technogram. 
4.2. Design brief 
Different to top-down conventional design approach, the design brief was formulated through discussion with all 
actors involved. The mission to be a creative kampung is the main goal of the design brief. The limitation of the 
work as a project and the interest in architectural design are contained in formulating the brief. The discussion 
concluded that the project is to build an installation work in the alley at the back of KT secretariat in Dago Pojok. 
The design project is aimed to create a place for creative community activities. Students are involved in the 
formulation of the brief to bring lessons that a design is to solve real problems in the community. In this stage, a 
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process of reassembling took place between academician and local community, which is mediated by the project 
team and KT (Fig. 4). 
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Fig. 4.(a) Formulation of design brief through a participatory approach; (b) communication through field survey; (c) its socio-technogram. 
4.3. Design exploration 
The exploration of design was a divergent process in enriching alternatives. Students explored their interpretation 
on issues formulated in the design brief. In this stage, creativity was more important than implementation 
constraints, and students are to build their academic competence in architectural design. ASE, as a design studio 
mentor, stood as the representative of the local community in stating problems and existing conditions. The group 
was reassembled within the academic environment of ITB (Fig. 5 and 6). 
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Fig. 5. Exploration of design by students: (a) sample of sketch idea; (b, c) sample of design models. 
                                           
Fig. 6.Socio-technogram of design exploration stage. 
4.4. Design development 
This stage was carried out as a typical design process, where the best alternative is selected and developed into 
working drawings. Constraints in implementing the design, especially in financial and technical terms, was the main 
concern in the discussion. The group was reassembled between the project team and the builder (Fig. 7). 
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Fig. 7.(a) Output of design development; (b) socio-technogram of design development. 
4.5. Construction Process 
This stage was the construction process of the installation work, which went along with other construction works 
by the local reader (Head of RW) at the location. For the sake of festival creative kampung in Dago Pojok, different 
projects from different institutions are to be united. KT was the main actor for the arrangement of a variety of works 
at a certain place and the same time. KT became the hub in assembling works from several institutions: ITB and 
local leader (Fig. 8 and 9). 
 
Fig. 8. Construction process: different constructors worked at the same time and place. 
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Fig. 9.Socio-technogram of the construction process. 
4.6. Project Implementation 
The end product of the design process is blocks and frames for supporting interactive activities. In this stage, the 
team leader, as the representative of LPPM ITB, gave over the installation work to KT as the representative of the 
local community. The Bandung Creative City Forum (BCCF) created panels for hanging pictures and Head of the 
local community (Pak RW) constructed sewerage at the same location. The products made by these three 
stakeholders have created a new place for people to sit around, by which it transformed a functional space into a 
social place. The Dago Pojok Festival, with KT as the host, became the mobilization moments of network 
translation, by which all actors are interconnected and reassembled. 
 
Fig. 10.Installation in Festival Dago Pojok 2013. 
 
 
 
 
 
 
Fig. 11.Socio-technogram of project implementation. 
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4.7. Post Project Occupation 
After the Festival, the installation works is under the authority and responsibility of KT and can be utilized for 
community activities. The sustainability of the project can be evaluated from KT’s publication on social media. The 
publication indicated that the creative place is well maintained by the community for creative activities. The social 
media has helped maintaining the network of actors by opening up continuous interaction, which in turn, will 
stimulate the creation of other projects based on creative-class in Bandung.  
 
Fig. 12.Utilization of installation published in social media. Source: Komunitas Taboo. 
  
 
 
 
 
 
 
Fig. 13.Socio-technogram of post project occupation. 
5. Conclusion 
In conventional method, a design process is aimed to create products, whereas, in social perspective, a design 
process is intended for the outcomes of social benefits. In the perspective of ANT approach, the design outcome is 
the development of actor-network. This article shows that a design process is a process of developing social 
assemblies in several stages. The actors being involved are varied in each step, and the key actor changes following 
the design context. The ANT approach is suitable for design strategies that pursued social network as design 
outcomes.  
Strategies for the assembling group are very urgent when the design process is oriented for an inclusive 
innovation. This project brings lessons that decision making in each stage of design process relies on discussion 
among actors. It is only through interactive discussion that the actor’s knowledge might be improved. For this 
reason, it is important to know that some knowledge, namely creative class, architectural design, and localities, can 
generate better discussion than other knowledge. The exchange of knowledge is the one that makes design process a 
learning process for the actors. Once the learning process can generate economic value, innovation will take place.  
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In the discourse on innovation, design thinking plays a significant role for systemizing the knowledge generated 
in the design process. Design thinking becomes equivalent to the scientific way of producing knowledge. This paper 
exercises design practice as a learning media for innovation. Design process extends the way of solving problems 
and becomes a process of educating actors involved in the design. The approach of social reassembling puts design 
process as a method for knowledge diffusion in inclusive innovation. 
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